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[ook for this seal on all software and accessories 
for your Nintendo Entertainment System. It repre- 
sents Nintendo’s commitment to bringing you only 


1 


the highest quality products. Items not carrying 


this seal have not been approved by 


Je 1 
Nintendo, and ате not guaranteed 
to meet our standards of 





| | Te 
excellence in workmanship, 
reliability and most of all, 


entertamment value. 











Thank you for selecting the Nintendo Entertainment System? Super Team 
Games™ Pak. This game requires the Power Pad™ attachment. 


Please read this instruction booklet to ensure proper handling of your new game, and then 
save the booklet for future reference. 


PRECAUTIONS 


1) This is a high precision game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart. 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 

3) Do not clean with benzene, paint thinner, alcohol or other such solvents. 


Note: 

In the interest of product improvement, Nintendo Entertainment System 
specifications and design are subject to change without prior notice. This game 
has been programmed to take advantage of the full screen. Some older model T.V.s 
have rounded screens and may block out a portion of the image. 


©1988 Nintendo of America Inc. 





SAFETY PRECAUTIONS 


A\WARNINGA 


Persons with heart, respiratory, back and joint problems, or high blood pressure or under a 
physician's direction to restrict activity should not use the Power Pad without а physician's 
advice. Pregnant women should not use. Serious personal injury can result. 


АСАЦТОНА 


“По по! wear shoes!! Keep ай sharp objects away from the Power Pad at ай times. 

“По not use the Power Pad outside or near sources of heat or moisture. 

“Бо not use the Power Pad on any soft, thickly padded surface such as a couch or lawn. You 
could stretch or break the internal mechanism as well as cause possible personal injury. 

«Маке sure the Control Deck power is OFF when changing any Game Pak or making a connection 
from the Power Pad and connecting it with the power on could damage the Nintendo Entertainment 
System. Do not stand on the Power Pad while make a connection, 

*When unplugging the Power Pad connector from the Control Deck, always hold the conr ) 
itself, not the cord. Do nat touch the terminals or wet them with water. Personal injury could result 

* All users should do several minutes of warm-up exercises before starting to play games оп the 
Power Pad. 

"Se an area to use the Power Pad where you will not be in the way of other people or object 
in case of falls. Do not position the television set where you may hit it if you fall. 
Failure to read and comply with the instructions, including these safety precautions may result 
in personal injury to you and/or damage to the Power Pad. Mintendo af America Inc. assume 
no responsibility, obligation, or liability for injuries sustained due to such failure. 
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1. HOW ТО CONNECT AND OPERATE THE POWER PAD 


Use Side B of the Power Pad with this Game Pak. Do not use Side A. 


HOW TO CONNECT THE POWER PAD TO YOUR NINTENDO ENTERTAINMENT 
SYSTEM CONTROL DECK. 


To adjust the television screen when connecting the Соптго! Deck to your television, 
carefully read the Control Deck and television instructions. 








A 
3. Insert the Game Pak 
into the Control Deck. 


2. Plug the Power Pad 
Connector into the 


1. Turn the Control Deck 
Power Switch to OFF. 


Plug the Control Deck No.2 socket on the 


Controller Connector 
into the No.1 socket on 
the front of the Control 
Deck. 


front of the Control 
Deck. 


Open up the Power Pad 
completely, then turn 
on the Power Switch 
on the Control Deck 





NAMES ОҒ PARTS 
POWER PAD 


_START/RUNNING 
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BACK-UP POSITIONS 








LEFT |RIGHT LEFT | RIGHT 
FOOT|FOOT FOOT) FOOT 


WHITE TEAM RED TEAM 
AREA AREA 














2. HOW ТО USE THE CONTROLLER 


пр Control Pad- 


SELECT button.. 


START button ... 
ар Control Pad .. 
A button .......... 
B button 





A button 
-B button 


SELECT button— —START button 


Selects the mode on the Mode display and the event on the Event 
display. Sets the selected letters on the Registration display, Selects 
“REPLAY” and “END” when the event is over. Selects your opponent 
on the VS display when playing alone. 

Press to move to the next display. 

Press to select the letters on the Registration display. 

Moves tha flickering cursor to the right on the display. 

Moves the flickering cursor to the left on the display. 

Press the START button to stop the play during an event. 


3. SELECTING MODES AND EVENTS, AND REGISTERING 
YOUR NAME 
(MODE SELECT DISPLAY} (REGISTRATION DISPLAY) 


Foye Da 


Number of Teams— E SEL UA PENIS 
Team Names 
Flickering Cursor 





атама E 
МЕНЕЕ... ағаны Pencil Cursor 


Blank Магк- W 


MODE SELECT DISPLAY 

Use the SELECT button to select the mode you want to play in from the modes on the 

display. Then press the START button, 

REGISTRATION DISPLAY 

Use the Control Pad to bring the Pencil cursor to the letter or number you want and 

press the SELECT button to register it. 

еп the Tournament mode, first register the number of teams. 

*Move the Flickering cursor using the A or B buttons. 

*To correct mistakes, move the Flickering cursor to the position you want to correct 
using the A or B buttons and input the correct letter. 

“То delete unwanted letters, move the Flickering cursor to the letter you want to delete, 
bring the Pencil cursor to the Blank mark and press the SELECT button. 

*|f you press the STAHT button without inputting anything, the display will 
move on to the Event display. 





4. HOW ТО PLAY 
(1) 1 PLAYER/ 2 PLAYER 


Ae hice 
а X 
1) After registering your 2) The VS display will now 3) Press the START button 
name, press the START appear. The name of to move on to the Event 
button. The Event display Player 1 will appear in the display. 
will now appear. Choose WHITE box and the name 
the event you want to of Player 2 will appear in 
play using the SELECT the RED box. If you're 
button and press the playing alone, you can 
START button. choose your opponent 
using the SELECT button. 
OLLIE: A push over. Shame 
on you if you lose! 
JIMMY: You're bound to win. 
Just stick to it. 
JACK: Wow! He's so fast. Try 
your luck and see if you 
can beat him 





(2) HOW ТО START. HOW ТО READ THE DISPLAY DATA 


{How to Start) 

1) 
On your marks, get set and go at the sound of the 
starter qun. 
Player 1 competes in the white lane and Player 2 
competes in the red lane. 

3) See section 6 in this Instruction Booklet for details 
on how to compete in each event 


(How to Read (е Shows your location 
the Display 5 "CRUISE White player 
Data) 


Red player 


_-Course map 


Player 1's time 








” 


m — Player 25 time 
t Obstacle sections 





(3) 2 TEAM PLAY / TOURNAMENT 


1) After registering your team name, press the START 

button. The Event display will now appear. Choose 
the event you want to play using the SELECT button 
and press the START button. 
The tournament ladder will appear in the Tournament 
mode. On this ladder, the names of the teams will 
appear in the order that you entered them. You cannot 
change this order, Check the ladder and press the 
START button. 

3) The VS display will now appear. When two teams 
are competing, the name of Player 1 team will appear 
in the white box and the name of Player 2 tearm will 
appear in the red box 
In the Tournament mode, 
determine Team positions 
on the Power Pad 
according to the 
color(red/white) of the 
teams indicated on the VS 
display. Team colors 
(red/white) may change as 
the tournament proceeds. 

Press the START button to 
move onto the Event 
display. 





(4) HOW ТО START. HOW TO READ THE DISPLAY DATA 


(How to Start} 

1) Everybody must stand upright with both feet in position 
on the Power Pad. On your marks, get set and go at the 
sound of the starter gun. 

2) In 2 Team Play, Player 1 team competes in the white lane 
and Player 2 team competes in the red lane. In Tournament 
play, players must compete in the area of the color 
indicated on the VS display. 

3) The start positions on the Power Pad change according С 
to the event. See section 6 details. 


(How to Read the Display Data) 


авыр -Course map 


Team ctor а 


ў ^ D Team times 


Team name 





Team names 
Displays which side 
~ the center of the горе 
is going towards. 


Center marker 


(5) HOW TO HAVE A TOURNAMENT 


1) In the Tournament mode, the results and the time are 
displayed on the VS display at the end of each event. 
Press the START button to check how far the 
Tournament has proceeded. 

2) When the START button is pressed again, the next 
VS display appears. Check how far the Tournament 
has proceeded, press the START button and move 
onto the next Event display. 

3) The Trophy is presented to the winning team. 


"n 


bed dodo oda fn frd Дора бе d 
НЕБЕРЕГЕ ЕТЕЙ 





5. PLAYING TIPS 


* Before starting a game, 
warm up with a few 
light stretching and 
jumping exercises. 
Hurrying into strenuous 
exercise is not good for 
your health. 


*|f the Power Pad moves 
during exercise and 
hinders your enjoyment 
of the game, use tape at 
the four corners to 

e it so it doesn't 








Watch out! 


Excessive exercise 
can be harmful. 
Limit your game play 
to 1 hour a day. 





6. HOW ТО COMPETE IN EVENTS 
(Log Hop) 


*Super Obstacle Course 
Obstacle Course А 
*Relay Race 


OW го 


aDaO aC a9, 
| Forward’ 


(6-%-60-%- іштір 
F(8)-59)-(8)- Back-up 


Белі md 
T I 
White Red area 
area 
This is the basic game play for most of the events in the Super Team Games. Run! Run! And keep 
on running! When you get to an obstacle, judge your timing and jump. The on-screen character 
will jump with you as you clear the obstacle. 





(Belly Bump Ball) 


*Super Obstacle Course 
*Obstacle Course B 
*Relay Race 


rore мар 


5..8 (Ооо 


B оо ке Forward/ 
5 FOD- OTDI jump 
Hë SAA Back-up 
a E= 
White Red area 
area 
The big ball will roll a long way if you run into it very fast. It might be a good tactic 
to take a step back before running at the ball! 





(Water Cross) 


*Super Obstacle Course 
*Obstacle Course А 
*Relay Race 


Power Рад 


OOO 2 


Ғогууага/ 


re-9- 979 Back-up 


Есе LJ 

White Red area 

area 
Jump just in front of the water. If you judge your timing right, you'll jump over it and 
land on the other side. Even if you land in the water, just keep on running! This will 
get you out of the water, but it really slows you down. 





(Crab Walk) 


*Super Obstacle Course 
*Obstacle Course B 
*Relay Race 


274 егі 

White Red area 

area 
In this event, you walk like a crab and side step your way around the track. This is pretty 
tiring, as you must keep your legs spread wide apart to side step. 





(Wall Jump) 


Super Obstacle Course 
*Obstacle Course А 
*Relay Race 


White Red area 


area 


This is just like the Log Hop, except that, in place of the logs, you now have high 
walls to clear. You won't be able to manage this unless you put lots of energy into your 


jump. 





(Bubble Run) 

«Super Obstacle Course 
*Obstacle Course B 
Relay Race 


зората Фар | 


DO Pere 
[ ” Forward/ 


к DOD ump 


T ES Т 
Red area 


As soon as this event begins, pump up the bubble with 
your hands. It's no easy job running around inside the 
bubble! You'll get the hang of this if you keep your 
balance, 





(Skateboard Race) 
*Skateboard Race 


Kr o 


White Red area 

area 

Let's take a break from running and enjoy some 
skateboarding. Either jump or slalom to avoid the 
obstacles. When you slalom you travel faster. But watch 
out! It also becomes more difficult to clear the obstacles. 
Find just the right speed. 


How to skateboard on the Power pad. 


Slalom to right Slalom to left 
[down on screen) (up on screen) 
ч а ега 


Ready Start 
$$) РП Ge EIE)! ЕЕ & 


* Always land on the Power Pad after a jump. 





(6 Legged Race) 
*6 Legged Race 


комета PhD 


Le 3-Player SSS 


| [679-079 team 
| | FSGS 


—o 
| | 
White Red area 
area 


Each team is made up of three competitors and they 
have to move forward together. If you don't move 
together in a line, you'll fall over. So form a team with 
others you get along with really well. Even if one of you 
has fallen over, keep on walking. That's the key to 


winning! 





(Tug of War) 
*Tug of War 
иде се | 


Split up inte two teams and as soon as you hear the 
starter gun ... Go! Go! Go! The team that has run on 
the Power Pad the most wins. Drag the opponents into 
(Xr А your area. After 30 seconds the position of the ribbon 
—_———, | tea shows who's won. 


ia 


3-Player team 


White Red area 
area 





(Relay Race) 


“Неіау Race Operating the Power Pad is 
just the same as earlier 
events. When the 2nd runner 
appears, the screen will pass 
on the baton for you. During 
this time, substitute in 
another team member and 
Go! 


Event List 


е Super Obstacle Course 
(Log Hop) — (Belly Bump Ball) — (Water Cross) — (Crab Walk) — (Wall Jump) + (Bubble Run) 
+ [final spurt) + GOAL 
Obstacle Course A (109 Hop) — (Water Cross) — (Wall Jump) — (final! spurt) =» GOAL 
Obstacle Course B (Belly Bump Ball) — (Crab Walk] - (Bubble Run) - (final spurt) 
GOAL 


Skateboard Race 

б Legged Race 

Tug of War 

Relay Race — 1st runner: (Log Нор) - (Belly Витр Ball) 
2nd runner: (Water Cross] + (Crab Walk) 
Anchor: (Wall Jump) + (Bubble Run) 





COMPLIANCE WITH FCC REGULATIONS 


This equipment generates and uses radio frequency energy and if not installed and used properly, 
that is, in strict accordance with the manufacturer's instructions, may cause interference to radio 
and television reception. И has been type tested and found to comply with the limits for a Class 
В computing device in accordance with the specifications in Subpart J of Part 15 of FCC Rules, 
which are designed to provide reasonable protection against such interference in a residential 
installation, However, there is no guarantee that interference will not occur in a particular installation. 
If this equipment does cause interference to radio or television reception, which can be determined 
by turning the equipment off and on, the user is encouraged to try to correct the interference by 
one or more of the following measures: 
Reorient the receiving antenna 
—Relocate the NES with respect to the receiver 
--Move the NES away from the receiver 
— Plug the NES into a different outlet so that Control Deck and receiver are on different circuits, 
necessary, the user should consult the dealer or an experienced radio/televison technician for 
additional suggestions. The user may find the following booklet prepared by the Federal 
Communications Commission helpful: 
How to Identify and Resolve Radio—TV Interference Problems. 
This booklet is available from the U.S. Government Printing Office, Washington, D.C. 20402, Stock 
Мо. 004-000-00345-4. 





30-DAY LIMITED WARRANTY NINTENDO GAME PAKS 


90-DAY LIMITED WARRANTY: 


жиегі of Amarica Inc. |" Nintendo”) warren 
consumer purchaser that this Nintenda Game Рак. 
be free 1 & al and workman 
J days tro y se if a defe 
ry warrant 
its option, 


To receive this warranty see. 
DO NOT return your d 


ify the Ni 
oblem f 
1-В00-422-26 
ansumer Service Department is 


Saturday. 
calling the 


И the Nintendo Service Repr 
the problem Бу рі 
mumbar, 


vided with a 
moly record this number on the 
aging of your detective PAK, 
GHT PREPAID AND INSURED 
, together with your sales slip or sim 
e within the 90-day werranty period 


пабе use, modification, tamper 
ses unrelated to defective materials 


REPAIRJSERVICE AFTER EXPIRATION OF WARRANTY: 


И the PAK develops ә problem requiring service а 
warranty contact the Nintendo С 
iervice Dapartment at the phone. number noted at left. If 
Nintendo Service Representative is unable ta solve the problem 
by phone, you will be vised а! the approximate cO 
to repair о гері vs РАК and wil beg 
n number, 


caging of 
handise, 


Rertendo; 4 
America I 
charged on ә V 


в то Nintendo of 
(Repairs may also be 


ў Represents’ 
cannot be repaired, it will bé returned an 


гніе. 


your payment ге! 


WARRANTY LIMITATIONS: 


ANY APPLICABLE IMPLIED МАНЕ 
WARRANTIES OF MERCHANTABILIT 
PARTICULAR PL ARE HEREB 
DAYS FROM Е DATE OF Pt URCH. г. 

4 i 


NTIES, IN 

AND FITNES 

LIMITED 
AND ARE 5 


and exclusion may not apply 
egal rights, and you 
от state to state 


gives you = 
ave other rights which wary f 





